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{ ll USE iIOYSTICK TO MOVE PENGO

. AROUND THE ICEFIELD.

II USE EUTTON FOR PEN6O TO

KICK ICE ELOCKS AND SOUASH SNO-BEEg.

,I USE BUTTON FOR PENGO TO CRUSH

AN ICE ELOEK THAT IB TRAPPED.

II ENO-BEEg CAN STINB PENCO

AND EHOULD EE AVOIDED.

. X FLASHI,NC I CE ELOCKS

CONTAIN 8NO-EEE EGEg.

TO EARN EXTRA POINTS,

CRUSH THESE IEE BLOCKS

EEFORE SNO-BEES HATCH.

'{ 
PENBO CAN KICK A HALL TO FREEZE

ANY- 8NO-EEE8 ALONB THAT HALL.

TO EARN EXTRA POINTE,

PEN6O CAN RUN OVER SNO-BEEg

HHILE THEY ARE ETILL FROZEN.

,{ EARN LO' OQQ BONUS POTNTS

EY LININB UP THREE DIAMOND ELOCKS

1{I THI N THE PLAYFI ELD.

.;., t{ EARN ONLY U, QQQ BONUS POI NT8

_ / IF A l.tALL IS USED TO LINE UP

' THE THREE DIAMOND BLOCKS.
'.,.. II CLEAR THE PLAYFIELD OF ALL 8NO-BEES

A9 OUICKLY A9 POSSIBLE

TO EARN EVEN MORE FONUS POINTS.

*; -**. . *.;- ..;*., ,.
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OPTION SELECTION

ShlITCH #IOPT ION

(

Bonus PENG0 @ 30'000

I ,. -

x *l'

x t,.

.\-
X t*'

lx.
c

c

0

0

x

X

x

x

x

x

x

x

456
xxx
XXX
xx0
x x .c
xxx
XXX
XXX
XXX
ccx
0cx
c0x
00x
XXX
xxx
xxx
XXX

:

.':: i

@ 50,000 o

Normal Pl aY , X

'l

c

2

X

X

x

3

X

X

x

X

x

X

X

X

X

X

x

x

X

X

t

0

Cont inuous Pl aY X x

DifficultY:Hardest-XX
Hard X X

l'ledium X X

EasY X X

5 PENGOS

*;.4u
3u
?"
Attract Sound 0n

lt ll

Upri ght

Cocktai I Table

OPT ION

4 Coin/l Credit

3 Coin/l Credit

2 Coin/l Credit

I Coin/l Credit

I Coin/2 Credit

I Coin/3 Credit

I Coin/4 Credit

I Coin/5 Credit

I Coin/6 Credit

off x

x

x

,X X

XX
XX
XX
XC

0

X

X

SI.II TCH #2

I
f

C

C

L

c

c

c

c

0

2

L

C

C

C

0

0

0

0

L

3

f

L

0

0

c

L

0

0

L

4

c

0

L

0

c

0

c

0

c

5

C

c

c

c

c

c

c

c

0

6

L

c

L

c

0

0

0

0

c

7

C

c

0

0

c

c

0

0

c

6

!

I.,

.

(ry
F{-

. * '-:i'$:
:liil
:t:;lrd'":

'q.
.,"1t';.:

7

x

x

X

x

c

0

c

0.
X

x

x

x

X

x

x

X

8

c

0

c

0

C

0

c

0

c
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2 Coin/l Credit
4 Coin/2 Credit

,5 Coin/3 Credit
6;Coin/4"Credit

2 Coin/1 Credit
I i,,:4 Coin/3 Credit

'.,' :
9!IJ9!.', ,

. ,., ...! { 
,:

I Coin/l Credir
2 Coin/Z Credit
3 Coin/3 Credit
4 Coin/4 Credit
5 Coin/6 Credit

I Coin/l Credit
2 Coi.r!/Z Credit
3 Coin/3 Credit
4 Coin/S Credit

I Coin/l Credit
2 Coin/3 Credit

1 Coin/? Credit
2 Coinl4 Credit
3 Coin/6 Credit
4 Coin/8 Credit
5 Coin/] I Credit

I Coin/2 Credit
2 Coin/4 Credit
3 Coin/6 Credit
4 Coin/9 Credir

0

OPTION SELECTION (cont. )

SI.JITCH #?

- 

/l?34
0cc0

S[.JITCH #2

l,?34
0c00

0

0

7

5

0

6

c

f-.-6"-

X = Not Used

7

0

= 0pen C = Closed



SE LF-TEST

The primary function of the self-test diagnostics are to verify proper
operation of the game board, monitor color adjustments and to facilitate
isolation of failures. Init'ialization is by the Self-Test Switch mounred on

thf Volume Control Block, just inslde of the coin door at the front of the
cabinet. Each test wil'l run approximately 40 seconds unless interrupted by
the One Player Start Button. Sequencing is as follows:

l. Video R{M Check (RAM l)
l,Jork RAM Check (RAM Z)

2.

3.

- Error outputS are displayed
EPROM Check (3 EPROMs rota I )

- As above, error outputs are

in red.

displayecl in red.

4.

5.

Player Input Check

- Press One Player Start Button twjce to proceed to the

PLAYER CON]ROLS

IP ?P

UP OFF

DOWN OFF

LEFT OFF

RIGHT OFF

SI-O OT OF F

Color Pattern Test

- Di sp1 ays four colors: red, green, b lue, and wh.i te.
For use in color purity adjustments.

DIP Swjtch Settings
- Press the I P Start Eutton or wait approximately 40 seconds to proceed

to the next test.
DIP SI^/I TCHES
12345678
00000000
00000000

6. Coin Switch Test.

- This test checks the timing of the cojn switch. Coin mech I will
appear as A, and cojn mech 2 as B. E'ither letter appearing within the
BAD area indicates switch m'is-timing. Adjust a faulty coin switch by

bending the trip wire up or down, sl.ightly.

next test.

-,--:,.'. :iCl4&rli;ftn*lgdffffi6&tt'SIffiiil
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TROUBLESH00TING:TIPS

The logic board edge connector pins are identified by numbers on the component
side of the board, and letters on the opposite of the board.

To aid fn the isolation of prob'lems on the PENG0TI{ togic Board, the following
table lists typical symptomatic indication as to specific EPR0M failure:

EPROM SYMPTOM

1738 ,

1739

L740

t74t
L742

Di sp'lay freezes
Program resets indicating 60 credits at game

. start, display goes "mosaic"

Coin meter runs continuously, player start &

bonus di sp1 ays pu1 se.

Reset l ine pul ses HI & 10, d'isplay is scrambled.

In the ATTRACT mode, once characters enter the' field the game resets.
Program resets fol I or^r j ng lst round.

No effect on display.
1743

t744

1745

1640

1695

Failure in the
I C51

IC70

IC78

ICBS

I C96

Sound off, continuous tone.
tlhite screen, characters block shpaed.

No effect on display.
following ICs generally result in these indications:

No sound.

No sound.

An all green screen.

Random color patterns.

Random object patterns.

Reset problems can usual'ly be isolated to ICs 23,27 & 28. Normally at program
reset:

IC23 pin - 2 'is a square wave pu1se.

IC23 pin - 15 is 10.

IC27 pin - 15 is HI.
A loss of 5VDC can be quickly spotted by the red LED being off.
Lines across the screen (such as experienced by RAM failure) may be traced to
loss of CHl or CH2 signals originating from IC 104.

Tables on the following pages should help to further isolate problems:

...*,r , ;;i,;i';J sdWE
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